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TAKE CREDIT 



Welcome to the 
"" imputer & Video 

edal. We've 28 page; 

dicated to the subject 



of 



Thet 



with America's Scott 

s who wrote the 

famous Adventure 

d Melbourne House' 
Philip Mitchell who led 
'' e team which 

oduced The Hobbit. 

We've a competition 



regular Adventure 

' mnist Keith 
Campbell and his 
Helpline helper Simon 
Clarke who have 
helped plan and write 

uch of this 
supplement. Between 
them they've solved 
more adventures than 
most of you have fount 
packed lunches. 
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Video Games Adventures 



COMING NEXT MONTH! 

Next month in your reader friendly magazine — The 
Book of Games! Yes, we're bring your 52 fun packed 
pages of games listings for all the top micros — 
including the Spectrum, BBC, Vic, Atari, Dragon, Oric, 
Texas. 
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CHEAT, Ihoi's how! Breok in 
LET gale - 7: CONTINUE 



•HEKPLXNE* 



le playing Espionage 

d on my 16kZX81 I 
jvered a "new feature' 



finally attained 236 p. 



Olcc 



;i ana >iy 



FROM OUR POSTBAG 

Many of the letters Simon and Keith re- 
ceive are read with great interest and 
amusement. Usually they can only be 
mentioned briefly in passing. However 
here, with more space to spare, is a selec- 
tion to help, amuse and entertain! We give 
no guarantee whatsoever that using some 
of these tips will improve your Adventure 



HtLPFUL HINTS A CRYPTIC CLUES 



Keith's Reply: Thanks 
for the tip Justin — 
amazing what you can 
do if you experiment, 



SANDS OF EGYPT 
To light your way mag- 
nify a torch beam. You'll 
have to dig around 
south of a cliff and north 

a start. 
RAIDERS OF THE LOST 
ARK 

Go to map room, walk 
i the yellow line. 
Don't hang around or 
you'll be robbed in the 
black room — head for 
the bottom RH side of 



the 
right □ 



ZODIAC 
Bank on a wire solution 
reached by ladder. The i 
DIY book is a hint and i 
helps with a key feature ! 
in releasing the pris 



WIZARD & PRINCE5S 
There's a bit of Hotu; 
Pocus in crossing the 
chasm — merge two , 
notes together for "' " 
clue. One is found in 
hole. To leave an island 
drink parrofs brew. 



Dear Data-twiddler. 



I Keith's reply: Thanks 

■ 'ar writing Judy — I'm 
ante what awed by the 
jet my words are 
eing read all over the 
/orld! Hope this next 

I letter may help — but I 

I doubt it! 



St. Clement, Jersey. 

Keith's reply: Were yoi 
the original artist's 
model for Asylum 
John? 



Ii USELESS! 



ited by a 



h uniform 
who 5ays, "If you're really 
from (he third planet — who 
am IS" The clue sheet 5ayi BE 
PERSISTENT WITH FRIENDS. 



Maybe i 



jfths. 



ne, but 



for your long It 
all printed here) from 
down-under, Edward. 
Can anyone help with 




Compb 


1 and Sin 
busy typin 
y letters t 




L e ™ 


g replies to 








buried 


help Keith would be 
nder a pile of loose 


paper, 
down a 


n danger 

hidden gra 


of^l.ppmg 








reply to 

try to It 
IroLbut 


yojrlnrto- 
ep things 
every now 


lale. They 
jnder con- 

ond again 






on will be 


using attractive 
complete wiih the 
and C&VC logos, f 


r the shor- 



My Editor (bow, scrape] was 
heard. 'Tut tut. Ke.lh. what will 



Ited 'The Sands of Egypi playing al 



HELPLINE INDEX REGISTER 



from Geoff Phillips hos got re 

be ihe best around- he wrole 
the game! 
Geoff and I have been cor- 

wole Zodiac, and rfs nice 1c 
see thot he is not only still read- 



who helped with tl 
tably a detailed st 
Richard Mallory, ar 
from G. Whaley, be 



'HELPLINE* 




Help required in this stuck in a dark tunnel 

section — tan any oblig- without a light, 
ing reader come clean Shamus Case II for R. 

about the following? T. Britwell of Billericay. 

Velnar's lair, lor Stuck in Room 21. What 

Andrew Kennedy of a place to get stuck! 

North Harrow. He has Help him somebody, 

reached Ihe waterfall please! 
after killing Medusa Ulysses and Ihe Got- 

and can get no further, den Fleece for Alison 

And for Craig Lee of Matulko of Lymm, 

Bournemouth, who Cheshire. She is strug- 

can't cross the crocodile gling to open the jewel 

infested river. encrusted box. This 

Knight's Quest for sounds familiar! If it is 

John Powell of Work- similar to a certain 

sop. Having negotiated jewel-encrusted egg, 

quite a chunk of the then you may never 

game he is now lot oily open it! 



menls by CS.VG Adventi 
you think you hove t 

in an Adventure, lhen°* 
Helpline, and tell us! 

reached 957 Karma 



4000 /ncoC™ points thi 
time he ployed ill I wont 
he corrected the spelling c 
woy through? Inca Curst 



v Adve 



iuufd ; 



■y in 



W MfeM of NW- 
louse recently, ond 
3 slightly Hob hi I- hurt 

clues ore very diffi- 
|iv», as Ihe game 



.e and he 

ratulatory 



!5sonc. 



Steer, 



Rayleigh, and Andrew Ken- 
all have their i 
>ul going back 



CHfinm! 



-•software 



MERRY 
CHRISTMAS 

to all our distributors, wholesalers, 
dealers and customers, both al home 
;ind abroad. 

Thank you for making this Christ- 
mas a successful one for us. 

For those of you who have not yet sampled 
our wares, all the Mysterious Adventures are 
now available for the Commodore 64 with 
graphics and retail at £9.95 each. 

For more information phone Norman or John 
on U772 53057 or write to CHANNEL 8 
SOFTWARE LTD., Dept CVG, 51 
FISHERGATE, PRESTON, LANCS, 
ENGLAND. 



CABSOFTk-^h 



A Graphical Adventure. 



TWEW0RP 




WRRP 

Ton, risen from death In your own 

travel to the lahoralorloa (which <u 

Mediev al Ca ttl e) w he re yo n once worked and 
launch THE ANTIMATTER ACCDHTJLATOR, that 
yon developed, Into apace and b»'»"T on I the 
force of the black-hole. [ p^j I ^^|S 
FqU imructlotu on tape. £6.95 rnfip£. 

Trade E nquiries Welcome | Inc. pap 




DORIC COMPUTER SERVICES PRESENT 

THE ORACLE'S 
CAVE 



4SK SPECTRUM 



•■ many teatures include: 
CoiilinucuBLy Jim ..rived li.ih resolution q 
Time limit ol 5 days or, every adventure 
; .'oni;>.e:dy new :-.jw hv ,1 rr ., :,:.-,.; ■ 



"THE CLOSEST YET TO A TRUE ANIMATED GRAPHIC ADVENTURE . 



. EXCELLENT VALUE FOR MONEY' 



j av.-ni.iLk.- direel al £7.95 (postage a: 

packing tree) Irani: 
DORIC COMPUTER SERVICES 
3 THE OASIS. 
GLENFIELD, 
LEICESTER LE3 8QS 





n Intellivlsion TV gomes centre complete with all three 
Mattel adventure cartridges by helping us finish this 
adventure plot. 

We've come up with a map showing 19 locations and how 
they interlock with one-anolher. There are also 12 objects 
(although four of them ore un- named) to fit into the story. All 
we need is a plot, giving a name for each location, the exits 
the objects to be found there and an objective. We'll leave it 
up to you to odd most of the characters and qive us the 
storyline. 

e of the locations give clues as to their 

pertinence to the plot and feel free to add 

other objects — but no more locations 

please. The best plot we get through 

before January 1 6th wins our super prize 
of an Intellivision machine and the 
cartridges which we feel most capture the 
spirit of adventure: Advanced D&D 
Treasures of Tarmin. 

Note thot all red routes are just entries 
into the next room, while No. 17 can 
only be entered by ladder from No. 7, 
No. 1 2 leads to No. 1 5 and No. 1 3 
only leads to 15 via 14. Remember to 
start in No. 1 but you can finish 
wherever you like. 

Please send your entries to Mattel 
Adventure, Computer & Video 
Games, Durrani House, Herbal Hil 
London EC1 R 5EJ. 250-500 word: 
at the most please. 

will be judged 
on imagination, how well the 
plot holds together and how 
interesting and challenainn wa 
feel it would be to play! 
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Conker 








an prcodo able 'rom Middlowx-baioc n»o .oble hu- Keud '.y ;.\ised 

through to »hoe'... SnTworp <or the V,r Inron.ve Soltwo'e tor the 

■ope On ?:; with S< cpoKion o- Spertrum 48k ot £5 SC "hlle 

1 level you £9.99. the removing two odventures 

™?£i EMMmrnm *■" " 



dues and objects, oil of which you mus 

may be of help. However, type goi 

there is only one woy off me the od> 

led astray as many of the will be $ 

□gainst time and the top cassette you need to co-pleie ju" the Asscssn Bug odwsn The eo-1h ■< m the grips t 

adventurer will want lo make at least four of the e.ght sk.ll tu>e ooothe' Ice Ago oid you'v 

good his escape in the fastest levels on the action ccnssM Edgo< s+e unl.kely name of got only 1? cays to hnd th 

Manchester-based Crystal decide which ore the red her- insurance pcVy duignad to ihe polar ice-cap started t 

Computing far the Spectrum rings, stop you estop ng ~h l H you melt causing the oceans to ris 

48k at £6.50 and can be used In Ihe action game you undertake the deadly OWMI u >d creating extensive floot 



rrible 



Fromt 






ly to Oxford and fight your murderous acolytes lo raid Kel. thing will grow. What was 

ly into the University past You start off in a village at once lush and verdant wilh- 

nds of corrupt teachers. Ihe foot of the Mountain of Ket. e red, the population dwindle'd 

oy some wicrteo teocners, in mem with the fake ones you borter for the supplies you through your ottic you come 

Oxford University. Should you relief in Ihe knowledge that On entering Ihe gaping black- plaining how the earth got into 



Anarchy is rife in 'O' Lc 
Caper as you fight again? 
band of evil teachers in or 
to prevent on exom disasle 
The aim of this bizarre gc 



I been substituted with fa 



(IXi 




flf« 


sisii 




___________ 




MY 


IWff Stftt I. W ' 1 - ■ ■ ijmr <au r oo ' ■ 





only 12 







™"u^4."C» iete me mystery begun by a maids and Mem 

re leods you to mony The first titles Id be released cryptic note „ arl y articles which C 

- tTli °J!f J°! n' 68 V if d °° ^°L St,e , The S P eclflJm ° nl * h °Pe" in Frankli ™ To-iT ™™ U- ill t"-"™ n u *° 

is lo be gdded to Oigi- will carry the first two games Don, the futuristic detect^., h ~n a sl 

asios extensive series and oil four will be available sets out on his slranae quesu.- Iim inc. 'h-ouah . m . 

^tor^c'cTa ^a^Yt^r.™.- J^ ^™ V» T^'* -K-2 "Z^T 



*hich is a graphical 

ar £9.95. 
- other two odvenh.™ 
are Won Works and After The — T 
Fire. In the former you hove to ^, 

works foctory in which all the 




Robin Hood. 
After The Fire i 



and Spedrum'at'EMS 
conbepla ' 
Speech Sy 



Frthy Business is o rs 
adventure ond con ee ployi 
individually or as one of 
-e- f . with Fronldm's lomb oi 
lost m Spote All three cdv 
tuios oreavailobie from Solo- 
morider Software of Sussex ot 
E9.95. At present Fishy Busi- 
ness is available only for Ihe 
Dragon but by mid-Febnjary 

the BBC and Oric. 






Odyssey. Mystery Funhous 
Pyramid of Doom, Ghc 
Town, Sovoge Islond Parts I S 
and Goli 






e BBC c 



ound the : 



rgents for , 



I be text-only land it safely on a partici 

■ ■- - ■ ■■■■■ ■ - ■■■ ..,:..: ■■■■. :■■■;■ >: ■■-■■;. :;..,. :i , .,.,..., 

* for all you adventure the Spectrum games ore At last, in the third advent 

* , . graphical ond priced! at £9.95. in the series, Fishy Busin, 
■» r -~ipuhng, the UK And finally, Calislo are Don has miroculously foi 

venture Interna- already looking into the future the very planet he had 

.-.- .ucently obtained with the oim of e.lending their land en 

the rights to produce Scott range still further. During the Descending from the sp< 

the BBC, Electron ond Spec- looking seriously at the new land hefmdsjo his^o™ ,..„. 

trum. Ihis is in addition to the Elan microcomputer Draqon he's set down on a small so ndv 

A «°™° -d TRS-80 -d P-*ly the One ,o a in. outcrop surrounded by woton Mou'ntoin" for" 

which they already cover. creose Ihe range of machines Taking a deep breath ond trum, is priced , 



The trilogy is 
leading retail 
16/48k Sped 



urn at £4.95 I 
.ck of Firetop | 

ie 48k 5pec 
£6.95. 




"Wa E 
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help. 


One a 








Is Book. 




"We 


help them o 


erthe 


tough 


undies, not by 


EH 


pro'vit 


ng extra hin 








Sco 


himself doesn 


ttock- 


rur^'c 


lymore: "1 try 


atoy 






oples 




ures. So I'm n 


tlikely 














And 


he still finds h 




font of 


deosspringin 


forth: 



everything fits together — I 



sked which of h 


,.,,,, 






a lot. 1 usually 1 


ethe 



i Campt 
ture Helpline gets most 
pleas from players lost in 
the Mystery Fun House, 
trying to undertake a Mis- 
sion Impossible or 
stranded in a Pyramid of 
Doom. They all have one 
thing in common, trying to 
combat the devious mind 
of Scott Adams — the mind 
that lies behind 12 classic 
adventures. No Adven- 
ture supplement would be 
complete without a word 



adv. 



ures have pr< 



and 



ons than any 
others on the market. So 
Terry Pratt phoned to In- 
terview Scott at his 
Adventure International 
complex in Florida. 



ay Adventuring 
way from text 

: sophisticated. 

i tend to outsell 






F 



lo allow the mind to experience excite- 

We built a ship upon the stairs 

All made of the back-bedroom chain 

And filled it full of sofa pillows 

To go a-satling on the billows 

We took a taw and several nails, 

And water in the nursery pails,- 

Which was enough for Tom and me 



flaming torch fixed to the wall casts a 
flickering light towards a passage — 

see the outline of a dwarf brandishing 
an axe . . . All eyes gaie at the Dunqeon 



i, in those dark days before the 
nt of the micro, they took the fan- 



Th,s was the Colossal Cave which was 
written in Fort™ and wos played on 

No longer hod a dungeon master to 

man ca^d g sTolt , Adams noticeTa 
promising new one called TRS-80' ond 
purchased it, to see how it compared 



computer with limited memory? 

His attempt resulted in Adventureland 
which he wrote in Basic, in 1 978 and 
followed with Pirate's Cove. 

AfriendofScotfs, Lance Micklus, tried 

these games widely acceptable Scott 



The U.S. passed a low limiting radio 
interference from home computers, The- 
popularly priced Mattel I failed lo comp- 






Incidentclly, Adventureland and 
Pirate were the only two of his series 
available on a Pet, in Basic 

The TRS-80 was ol that time Amer- 



ckiding the Atari, Vic-20, Sinclair Spec- 
trum and BBC 
All offered colour graphics, and all 

earlier TRS-80, Apple and Pet. Owning 
o home micro wos now a viable pros- 
pect tor millions, rather than a relative 




HISTORY 

OF 

ADVENTURE 

Adventure games go back 
a long way — all the way to 
those giant forerunners of 
the present day home com- 

Euters — the mighty Main- 
ames. Keith Campbell has 
been delving back into the 
mists of time to bring you a 
potted history of Adven- 
turing. He looks at the 
founding fathers of Adven- 
ture gaming — and then 
into his crystal ball to dis- 
cover the shape of Adven- 
tures to come. 



icluding the Dragon and One. Th 
-as now double or treble the 1 6k of Ih 
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^Nowas 


reenful of detail c 
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he added 






1 from the 
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y mformc- 


Graphic 


disptayedaTweJI 


abled pic- 
as descrip- 






on. Scotfs 




es bounded bock 


as SAGAs, 


(Scott Adar 


s Graphical Adv 


ntures). 



■ "purist"' i< strictly o text adven- 



i range of quality extends fro 
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uice s 
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A in all of 


gs out the 

s. The adv 
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o hdievs 






y Kc 






















nrt dr 








bit la 


7. fell out 




sknee 






had been bitter on 
hey were spreodi 
/ Itched. I scratched 

nd suddenly I was, 
found myself lyin< 



sugh I struggled dee, 5 



le of ihe word? 
pie coloured tin 




PLOTS 
THEMES 



Well, just how do Adven- 
turers gel their ideas for 
their trips into the realms 
of fantasy? Keith Campbell 
has been attempting to un- 
ravel some ideas for plots 
and themes to give you an 
insight into the Adventure 
writer's mind. And judging 
by his dream (-)l ike vision, 
they are a pretty weird 



Suddenly everything vibrai 






Down, down, down . . . 

unable to move, tropped in a force field! 
A small nomad appeared. 
Calliope music was playing We 

The force field suddenly collapsed. Just 



hatch. I was falling . . . 

'Wake up, here's a nice hot cup 
of tea!' At last a kindly face. 
'What are you doing on the 
floor, you must have fallen out 

I groaned. 'Why did you 
wake me up? I was going to 
make it with the native woman 
at last!' I was distinctly peeved. 
She was not amused. 'You're 
supposed to give her the beads 
— you know that!' 

'But I'd got it all sussed out — 
I had this spare grenade to lob 
at her husband — it would have 
been different this time!' 

'Do you know, you were 
playing on those four compu- 
ters of yours till 2 o'clock? 
Adventure mad, that's what 



Ihe dog. Leaves rained down every- 


is — but there wos its sunny side looking 


yci w^ JW -..— .. ,-- -- 4r-- 


where, mixed with ears, paws, a tail, a 


for all the world like a baby clockwork 


deadline's next week . . .' 


"""mus^havTbeelTdirect hit, for the 


dragon, its emerald scales decidedly 


'OK. But get that spade by the 




bed and pop out into the gar- 




clumsy attempt ot breaking Ihe shell. If it 


den and dig up some mud, will 




had gone to meet its maker, then 1 


you? These bites are killing 
me!' She looked at the pile by 


da^ro^l'movVin^he'darkJ^now 5 






the bed. A fat cigar, box oi 




for life. 


crackers, small statue of a blue 




Instead 1 ran blindly down Ihe street, 


ax, an unshod horse (smelling 




of stale emulsion), wet tanna 




■ T icke-h please' squawked an old crone 
cess bill. Thai was not all. She went 


leaves, an iron glove, precision 


radcled wilh heartburn, 1 headed for Ihe 


crafted frisbee, cuddly toy - 
nothing special. 


cafe down Ihe streel for steak and eggs 


Wheeee' and 1 went on in to the funfair. 


'But . . . these weren't here 


The egg that 1 broke over the griddle 
looked ordinary enough — opart from 


1 pulled red levers and blue levers and 


when you came to bed . . .' Her 


yellow levers. 1 found myself in o shoot- 


adventure wos over. She pas- 


ing gallery- 


sed out. 
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Ihe num 








e direclio 




you. Thi 5 lumL 








Ihe DATA st 
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nis are 


sled and 



statement to the effect of: 

IF LOC-0 THEN LET RESPON5ES- 

"Yoii cannot 90 in THAT direction." A 

Command n 






Adventurers will fate the dar- 
kest dungeons without 
qualm, tackle the fiercest mon 
ters and steal treasures from 
under the noses of the most 
awesome wizards but ask 
them to write an adventur 
Writing an adventure is no. __ 
difficult as people believe. In 
fact, it can be a darn sight 
easier than some of these pro- 
grams are to play and solve 
particularly if you are a n 
comer to Adventuring. And 
writing a good adventure c 
be iust as rewarding. Here, 
Simon Clarke gives a clear, 
step-by-step guide as lo how to 
tackle adventure writing and 
leads would-be adventure wri- 
ters to the golden gates of the 
magic castle where their 
dreams can become a reality. 



riginal ideas for games lislings in Com- 
uler & Video Games — and Adven- 

on'f even have lo produce o listing — j 
isl o good plol idea or theme — and | 



Adventurers are often the lost people 
you'll find ocluolly writing a game. So it 
you ore new to Ihe art of Advenluring, 

fresh approach lo the worid of dungeons, 
demons and fire-brealhing dragons. 
If yog hove come op with an original 

Computer & Video Gomel. AsVs.-rV.-e 
Writmo Contest, Durrani House, Herbal 
MB, London ECIR5EJ. 



Tread The Path of Adventure with GILSOFT 

E-'OK THE 4SK SPECTRUM 



Ann".-., '-ucicam: £5.9S 



\7 



X7 DIAMONDTRAIl fS.95 



, IWQUU 
1 14.95 






TIMELINE a: TASKS ti.li 



£ L 



..,„,, .,,l„, ,.„,„■ „,.,: .....LJ..,!,.,!! ,i, ,;,, 



supi;ThK>Kjnlvtniuicin»-hi(1ivi>uniusllii(iiienrar 
«t natlitnc M rei ora in & prt«m . f Ins a {(iltertiiin 
mind stimulating punks. 



SAE for full Jtmk of our range- 

gilsoft zzt^:t?:tJiz 



, Q I run rt *^w.-i. T ..r,.-~ .* \ T!«li 




MANY keen adventurer? sp, 
05 much lime jotting down 
inond ours of their new wc 
as ttiey do exploring it. 

These ore the cartographers of t 
age who consider map-mol(ing to be 

happily toke hours of painstaking v. 



Colour 
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Black 
Red 

Pink 
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Danger or 
Other Cha 
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Indirect rou 
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MAPPING 

Those first few locations of 
any adventure can vanish 
in a blurr of hastily grab- 
bed objects, ha If- remem- 
bered descriptions and 

If you keep a pen and 
paper by you and take the 
time to make notes as you 
go, the adventure will take 
shape much faster. 

Dead ends are easier to 
spot, new routes to much- 
visited rooms suggest 
themselves and it is easier 
to tackle second time 
around after you take that 
first break. 



4- 




START 
Vague Shapes 




iWindo 




to odd to your contusion. Rout 

change. There's not much you 
other thon curse and start again. 






(We 


**/dow 
pons Roorr 
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The ultimate adventure 
for the Dragon 32 



From r* 

SHARDS £U 

Software 






is*s-. 



An epic three part journey, taking up over 90K of memory. Packed with 
features, this is the ideal family entertainment. Solve the mystery of the diary 
before time runs out! You start in the serene English countryside, then travel 
through the bustling London streets, to further adventures in France, 
Germany, Italy and Turkey with a thrilling climax in Israel. The most compre- 
hensive adventure yet for the Dragon. With hi-res graphics and text. 

ONLY £7.95 from all good software retailers or send cheque/PO to us at: 

SHARDS SOFTWARE 
189 Eton Road, llford, Essex IG1 2UR 



I H1LIP Mitchell i. 



Hi, 

local university. 

Whilst studying for his degree, he was 



was to late another two years to com 
plete but was due io make a name fo 






the credit for me Hobbit, "I should say a! 
the start that it was a team effort. Alfred 
assembled a team . . . myself and 
another programmer called Veronica 

lure language Inglish and an artist who 
produced the illustrations for the 

fantasy adventures ever written to draw 
upon, what really made the Hobbit 



the limited sentences which people 
ploy when playing the game. 



lyser which interprets what the ployer 
has input, o data base which contains all 

an applicator which applies commands 
to the game. 

through o chain of checks before pro- 



either actions or objects — and then 




INGLISH 
LANGUAGE 



Mitchell's Hobbit on the 
Spectrum and now also 
available on BBC, Oric 
and Commodore 64. 

So when Melbourne 
House told us he was 
working on a second, big- 
ger ana better adventure 
we thought you'd like to 
know a little bit about it. 

In a marathon tele- 
phone interview with the 



hottest programmer. 

All about Inglish — the 
language that makes the 
Hobbit and Sherlock 
Holmes tick. 



:appli 



efully question sus- 

rwwfom. of Inglish 

ationshavesofar 

the research labora- 
is carried out with the 

IT room, they often 
that they were talking 



a copy of one of Sir Arthur Con 
Doyle's books but every effort has be 



is' trusty companion Dr Wats 
! not always helpful. And I 



s scene is naturally turn-of-the- 
ondon and the case is murder 

suspects and witnesses in good 
are. The game is played in two 

First you must persuade Lestrade 
our proof is unossailable and then 
llain must be apprehended, 
with the Hobbif, Sherlock Holmes 
,e available on the 48K Spectrum 



Sherlock Holmes 
the huge amount of m 



early February !<:84, then- 
be a long queue of Hobbit fans armed 
with £ note, ready and willing to buy I 



-' «» T " 



!:3>h 1 



d you'll need £14.95 ti 

Niexl month Keith Campbell hos twen- 
copies of Sherlock Holmes to give 
■ay in his Adventure Column. Don't 
X our Super Sleuths competition and 
;p a check on all the latest adventure 
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ok oi those bafflim 
written by Mr Adventure himself." Scot 

Then there's Adventures with a Time 
heme, Fantasy Adventures, and Adven- 
ures with a Science Fiction background 

Keitb has come up with □ specia 



| Shords Software. " ^^^ ""^ 

"hree chapters make up this mystery 
I story. Each must be solved (in theory, ot 
1 least} to enter the next. Clues unearthed 

game. 
Chapter 1 — The Burning Farmhouse. 

camming the contents - which in- 
eludes the dying Pettigrew. His last 
words display thinly and vanish . . 'Find 
my . ..', and he's a gonner. 

All the while you're battling to beal a 
fire spreading graphically and randomly 



Chapter2-LondonFrol.cs Merc is n 
Full length text adventure with the mast 
' 'nal display I have seen. 

plore London, travel the tube 
I (choice of Circle, Central and Piccadilly 
1 lines). Gamble in an amusement arcade 

nre cosh working in a cafe, or^leani^g 
ilets. Dodge traffic at the Embankment 



INTRO 






Avoid Eddie me Crook. 

The computer's replies move letter by 
letter from right to left, bleeping as they 
go, inside a frame. Cosh, dale and time 
are displayed ond automatically up- 
dated — all in real-time. I left the game 
to snafch a meal, and relumed to find a 

One reply sequence was a classic 
Running continuously across and off the 
screen; 'She leads you into an old 
bouse... into a dimly lit room ... She 
turns an the lighl and takes off her 
coat. . . to reveal . .' but you'll have ta 

Chapter 3 - European Trek. We're 
now off to Paris, and there is Pierre up 

able information. * ™ ^ V ° U ™ "" 



awarded points out of five 
LOGIC/OtFFlCULTY 



If a gome is easy, then not too much 
logic would be needed, so if it all fits 

might be given. If it is difficult, Ihere I 



occurring toThe ph/er^re ™ogri 
For example, if a location was 



vocabulary rating would suffer 
PLOT/THEME 

This is a rating of onginolily and plausi- 
bility of the scenario of Ihe gome. Anc 
how well the whole thing fits logelher. 

* * * # * 

mini games in their own righll It's gol Ic 

Petti grew's Diary 

From Shards Software for 

Dragon at £7.95 

logic/ Difficulty S 

Vocabulary 4 

Plot/Theme 5 



foil, he will r- 


Tib 


tigher. Eoc 








type, so it be 




s o speed 


















solve in 




try 











Spectrum. 

It is just not an adventure! Wher 
Valhalla' is truly an animated graphic; 
adventure, Halls of the Things is a- 
arcade maze game, and the advenlun 
enthusiast (who usually has little intere- 
in arcade gomes), will be disappointed 




FqI cigors ore Groucho's currency in 


v\\\^H\ Wr j -' i^ 


Automata's sequel to Pimania. You con 








get robbed of them! That fast talking 


■ 






transferred to the Spectrum. 




Groucho is big. he takes five minutes 

to load -but why worry when you con 


1 m 


twitching"? After he has loadedT treats 

The format of Graucho is different 












against a background of clever ond 


— 


colourful animated pictures. 

identify of o Hollywood star. If you can 


GRAPHICS 


do so by June 1 st. you stond a chonce ot 




winning yourself a trip for rwo by Con- 


CHARLES CHAPLIN. Not so. THAT'S 


corde ond QE2, to meet the star. 


NOT A NAME — IT'S AN INSULT! 


To do this you must collect clues to ihe 


WAS THINKING OF CHARLIE CHAP- 


star's identity. These ore gained by gues- 


UN' didn't go down very well! 


sing the names of other slars, from clues 


And 1 con'l travel. My attempts ore ot 










Cigars can be come by in the Casino 


some other commands — and thai 


and other places, if you're luckyl On the 




other hand, the Pimon might come along 


Together with the slow response time 


ond 'bum 1 a few off you. 




Groucho sometimes annoys me. He 


Having said that, Groucho is enter- 


uses some witty phrases like 'Of all the 


al ning and oddictive enough to be ploy- 






Iheml' And them. And thorn. Wears a bit ' 




Ihin otter o while. 




1 guessed one of Ihe stars to be 


performed by Lody Clair Sin'clive ond 



hoes lrfaHftfaMi ' 

I kept slipping off the ledge, ond being 
offered a chance of ' 
fortunately my stars 
wrong house I 

shocking pink border, not o bod, bul 
fairly mediocre garrtt " 



Smugglers Cove 

From Qukksilva for 48k 

Spectrum ot £6.95 



Logic/Difficulty 

Vocabulary 

Plot/Theme 



Keith Campbell I 
continued on page 24 I 




Feasibility Experiment 
From Digital Fantasia for Com- 
modore 64, BBC, TRS-80/Geme, 
Spectrum and Atari. Price 
varies depending on the 



Unfortunately, (perhaps}, not Wing 
joystick, I used the alternative keyboard 
method of negotiating the mozes, and 

I did a lot better with the questions, 
ond even leornl that the Beaker People 
were not, (as I hod olwoys thought), 

from Spain in the Bronze age. 

Quite a notfy little historical educa- 
tional gome — but not, gs described 



Time Traveller 

Suiis Software, from John Wiley 
& Sons ot £9.95 for BBC 'B', 48k 
Spectrum, Dragon and Cam- 



Log ic/Difficulty N/A 

Vocabulary 

Plot/ theme 




The adv 
fully to g 



Time Machine 

From Digital Fantasia for BBC, 
Commodore 64, Spectrum 
Atari and Dragon 32. Variou 
prices depending on micro. 



Logic/ Difficulty 

Vocabulary 

Plot/Theme 



32K memory left. 

a search for Old Father " 
glass and staff, and this ia 
complete before the Sands 



larled to get quite lough, i 

you get into it — very goo 





e Mot 


hine to 


belo 


v the ti 


forth in ord 


srtoc 


mplete 


from 


Sulis So 




?d Cove-Crow- 



s aTme Tn'd found it qu 


eeasytoael 


package always sends the blood cours- 


This game can be wholeheartedly re 




hang of that 












igmotive, fun, witty, challenge...;, m- 
















ivn. nblf Kirn Bug-Byte ond their deal 


There is one point in 


he program 
a complete 
for the sake 


sound ond visual effects accompany 
software. The idea is thot you answer a 






• Logic / Difficulty 5 




u break the 




• Vocabulary 


Although 1 didn't finish 




able you to pass through a "time-gate" 


• Plot 5 













very effectively. 

book The Unorthodox Ergineen, and 
whelher you buy this game or no), Ihe 
book itself is well worth reading! The 
moin idea of the story is lhat you must 
investigate o strange area of "some- 
thing" that has appeared lhat seems to 
have no logical eiplanalion. 

As I wos lucky enough la gel hold of a 
pre-produdion copy of Ihe BBC and 
Tandy versions, I did not have a copy of 

W. H. Smith's. 
I found Ihe game a lilMe hord going 



thought I hod the answer. With boiled 
and Ihe computer responded with "An* 

This is the first ventre into^X-are by 
Mosaic, and if the rest of their software 
comes up lo this standard Ihen they 
should be very successful. 

Pen and Ihe Dark will be available in 

The Pen and the Dark 
From Mosaic far BBC, TRS-80/ 
Genie and Spectrum. Price is 
not yet known. 



prevent them until 

Dan Diamond, if h 

space ship, is in for o surpri 

Ever tried Inlergalnetic Loxalive? Power- 
ful stuff — where's the laundry? 

I enjoy a difficult Advenhjre, providing 
progress is possible using deduclion and 

some crucial steps ore left to guesswork, 
and Ihore is no HELP lo give one o clue. 
An Advenlure is easily made difficult if 
the obscure is not occompanied by o 
cryptic clue. After all, interpreting the 
clues or puizles makes the game. 
I spoke to Salamander Software, and 
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From Salamander Software 
for Dragon, BBC 'B' and 
Orlc at £9.95 



Logic/Difficulty 

Vocabulary 

Plot/Theme 



logic/Difficulty 

Vocabulary 

Plot/Theme 




rould be marked ■ 



ure addicts everyw 








debate. 






ed, Spoce Adven- 




e, would rale code 


^ for Arcade-typel 




Space Advenlure 


s for the BBC, ond 


an be played wifh 




lick. The object is to 




rystals from o lorg 






these are locked 



lost m Spoce is the sequel lo Franklin s 
Tomb from Solamonder Software It 
comes complete wilh illustrated cose file, 

valuable memory space, and without 

Here, Dan Diamond finds himself 
transmitted from Franklin's Slargate lo a 

His, or rather, your world is very 

of the rooms is a lift. Pure guesswork 
required, as Ihere's not a hint lhat Ihe 
ship even has a lift! Once discovered, fry 



SCI-FI 



stem, by using 
ottered through; 



and I had thought this was one of tl 

I played losf in Space on a Draga 
and the response was sluggish 
reasonable. As the BBC version wos n 
due out until the lSlh December, Sal 
mander kindly lei me hove o BBC vc 
sicr, of Franklin's Tomb ( (which I hr. 
only ployed on a Dragon), so that 
:ould compare responses between the 
micros. Not surprisingly the Beeb's was 
almost inslonlaneous, and the fruslro- 



Frankly, FrankJin, I wos disa 



ipabilily, and I 

shies. 

lie t found il 

o me illogical 



Space Adventure 

From Virgin Games for BBC 

af £7.95 



Logic Difficulty 

Vocabulary 

Plot/Theme 


N/A 
N/A 

2 


K 


sith Campbell 




ed on page 24 



If oil the text-only Adventures ever 
■riften. Savage Island Pari 2 must surely 
ike the prize for the most difficult! 
II is not one of those difficult illogical 
omes — it is difficult AND logical. I 
■ink! 

You need to solve Savage Island Part 
to gain the password into part 2, or at 
fast, persuade someone who has to 

ortl , g™iome 9 m re pracfeeTbefare 

ttempring this onel 

You're in dead trouble right from the 
art. One move from the location in 
rhich you find yourself, ond your lungs 

cannot avoid passing through it to get 
into the gomel 
Hydroponics, and a cavemon in a 



hangar for? What 



ably with experience of the Scott Adorns 

Savage Island Pan 2 
From Adventure International 
for TRS-80, Video Genie, Apple, 
Atari and Tl 99/4a. Various 
bs depending on micro. 



•REVIEWS* 



Logic/ Difficulty 

Vocabulary 

Plot/Theme 





Saga Adventureland from 
Adventure International for the 
Apple II 48K disc and Atari 48K 
disc. Price £28.99. 



Difficulty/Logic 

Vocabulary 

Plot 


S 
5 
4 


S 


mon Clarke 


This is the title of a -,c 


w ond difficul 



SCOTT 
ADAMS 




game fr 


m Adv 


nlure Inlematio 


al in- 


tended 


Only fo 






Even 


Sec* A 


dom's himself 


ndmfc 


that this 




is favourites (se 






Iheyd 




riqhlv 




n.i.H lb 
















dues to 


your peril wh« 


n you 


Count. 


■tastror 






From 




s bed, the od 






id com 


ues through o 


pooky 






hides Count C 




ond - 






ray to 


destroy 












hardened odve 




What 




rtrnl- 


is that y 






bar of 


days |H 






and, in 1 








has |o t 


8 very c 


Orefully thought 


about. 



gome is going to be its graphics, ond 

'The Hobbil' and The Dork Crystal' ar« 
inevitable. II beats the Hobbit hands 

The graphics were created by Scotl i 
own graphic editor, which you can buy 
ond judging from Adventureland s 

worth investing in. The graphics roolly 
ore excellent and — although I do hove 
a strong preference for lexl adventures 

drive for. 

There is little In Hie way of animation, 
but this fad is not really noticed when 

This I (eel is on excellent feature ond it's 
a pity more companies don't do it. 
The program comes in on extremely 















game 


r Adam's adv 


intum 


hnn' 


hem 




alingoftheb 
mmend it to 


nyon 


recll, 


. 1. 


ollonf 








Ues 


c 


ilelot is a° 


"in.e 


ddit- 


a- 


















,. .. 




other dust. 








fypre" 


ented packog 






ninim 




structions, reh 







ing to which machine yau have. 

The Count 

From Adventure International 
for TRS-80, Video Genie, Apple, 
Atari and Tl 99/4a and Vlc-20. 
Various prices. 

Logic/ Difficulty S 

Vocabulary 4 

Plot 3_ 

Simon Clarke 



a wide 



The Artie Adventures 

(alb« nq among Spectrum and ZX own- 
ers, possibly because they were among 
the first in the field for the Spectrum. It 

into Golden Apple, next in the Artie 

Golden Apple is quite different from 
the Ship o! Doom Espionage Island for- 
mat. To start with, it is displayed as 
coloured text on a block background - 



When 1 rec 


ched a place telling me lo 




s and type SCORE, 1 did, 




.rded with the reply "You 









single key commands mad, 
Dund simple end quick. 



idBiuirtti 



Valhalla. More details on this excit- 
ing gome in the next issue's Adven- 

^REVIEWS' 

55^ 



idenlifiobleth. 

sures I did find seemed to give them 

Who would suspect that a Silver Ba 
was lurking in □ log, ond would reveo 
Itself when the log was chopped? Ani 



II to play, although locking in 



Golden Apple 

From Artie Computing for the 
48k Spectrum <g E6. 95 and 16k 
ZX81 fir £5.95 




FANTASY 



s RUN. s 



kfor 







i program. As I suspected, the pro- 
jm was os sloppy as "PEOPLEOF". 

ft further look at the listing gave me 



ON ■ GOTO stat, 
in on inefficient v, 
directly ossigned « 



lightly written, 
am couia nave fitted a 16k 
16k owners are lucky to be 

. Don't go blackberry pjitkin. 
— or the deadly "Peoplec 



Leopard Lord 

From Kayde Software for the 

48k Spectrum fir £5.95 

Logic/Difficulty 

Vocabulary 

Plot 



Keith Campbell 



1 hand at the first Epic, entil 
Hunt Here, the ployer starts off 
horf ond boa*, ond the openir 



learn that. "THE PEOPLEOF YARM 
HAVE OFFERED 1000 GOLD COINS 

TO RID THEM OF FORDEL. THE EVIL 
WIZARD". Who was this strange 
"Peopleof" I wondered. 
You find yourself in a gloomy forest, 

jM of Leopard Lord's tiring s, 

splay. 

The initial screen, displayed on a 






before". If you like tr 



- Ocean Hunt 
lerx for THS-8 
U, £10.06. 



Logic/Difficulty 

Vocabulary 

Plot 



Keith Campbell I 

Continued on page 24 



way you're going to get me in there! 

Try as I might, I could not persuade 
Keith to enter the Asylum again. He even 

get to Egypt in Temple of Bast'. So with 

further in Asylum I, I entered Asylum III 



only had Ihe author 
ml Full 3D graphics 



phones 



colour i 



probler. 

noi short a 



t (lit boc 



ind fori 






• Logic/Difficulty 

• Vocabulary 

• Plot 


5 
5 
5 


Slmo 


i Clarke 


iflaaflaautHM^B 



i waited for M< 
i my Spectrum. 



.posed lo be 
's husbond, h 



The> 



h you a 



short ivik: tion of Vivo fsporto. The pic- 
lure was quife nicely done and Ihe music 

maod seder. 

From then on, the game tolls short of 

seven brain-cells, and the I.Q. level of 



• Logic/ Difficulty 

• Vocabulary 

• Plot 



So, it is possible that this game could 
overcome my pre-judgement of il? YOU 
BETTER BELIEVE IT!! 

have ever come across. The various little 
tasks of Ihe game are all based on 



oround these days it is easy to shrug-off 
such terms as '3D graphics', but remem- 
ber, the Tandy is black & white, with 
almost nothing in the way of graphics — 
Asylum ||'i graphics are better than most 
games around for machine like Ihe 
BBC, Atari and Spectrum, 
Anyone that has played Asylum I will 



Having solved Asylum's predecessors, 
Labyrinth and Deathmoie 5000, 1 was 
upset al not being able lo complete 
Asylum II .ii ihe six monlhs I have been 
playing 



Simon Clarke 



•REVIEWS* 



If you are considering trying an Asy- 
um, the second would be the belter to 
itart off with as they aren't in any se- 
quence. Asylum II is also very easy lo 

csk of l-v.ng lo draw a 6-sided square. 
'You can come out now Keith, I've 

could fit under such a small table! 
[ Asylum II from Microdeal for 
1 the TRS-80. Price £12. 
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Is by™ 



i with got. 



jplythe logic 
formed' from the old' rhymes. That was 
probably the hardest port for me, I never 

Ihe author hos? 



So v 



landg 



3 thumi 






criplion or you might bi 



• 
• 
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Logic/ Difficulty 

Vocabulary 

Plot 


5 
3 
5 




Simon 


Clarke 


EBB 


GSEZ3H HI 



After delivering some Redimum o 
a nearby planet, you are heading 
home, complete with a playful little < 
ture, for Earth's interg alaetic Zoo. 



□vage and bloodthirsty beast, devour- 
ng the rest of the crew. 

You must find your way to the frail 
h utile -craft and escape. 

It is difficult to solve — I managed to 
omplete il in oi"0 silt-no s'artii'q ■_'. '■ 



I played the game < 
pectrum version ti. 
irough. The Tandy vs 



Circus), n ,s 



lifficull in plac 



desk and a separate T.V. for each, cou- 
pled with the fact I had a couple of hours 

reluctantly loaded Ihe Beeb and TRS-80 
versions into Iheir respective machines. 

Loading was no problem on either 
machine and after a relatively shnrt ,v-it 
I was off. The two versions appeared to 
be identical, although it soon hecame 



Escape from Pulsar 7 from 
Digital Fantasia for the 48K 
Spectrum, BBC, Atari, Commo- 
dore 64, Dragon 32 TRS-80, 
Colour Genie. Price varies de- 
lending on the machine. 

• Difficulty/ Logic S 

• Vocabulary S 

• Plot 5 
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™ look to fantasy role playing. 

The originol and most successful fan- 
tasy role playing game is Dungeons and 
Dragons. The game is played by an alter 

race: elf, dwarf, halfiing or human. 
The choice of ehorader is narrowed 

six attributes, Dexterity, Strength, Choris- 

tion. Each attribute helps lo form the 



Kons and supplies and \ j 
'venturing. 




This 



h mvolve 



FANTASY 
GAMING 

Adventures appeal to the 
escapist in us, who yearn 
to roam fantastic worlds 
unfettered by the conven- 
tions and restrictions of 

Instead of being ac- 
cused of living in a dream 
world, adventures let you 
enter someone else's 
dream and blunder 
against its boundaries as 
you learn to thrive within 
it. 

The most successful 
adventures are more than 
logic puzzles and exer- 
cises in lateral thinking, 
they contain a well-work- 
ed plot, surprises and in- 
teresting characters. To 
enjoy on adventure it is 
important to be able to 
believe in it. 

There are many other 
ways that games can take 
the player into a fantasy 
world where he must use 
his wits to play and win. 
Here Terry Pratt looks at 




ring into a dungeon v 



Guided by a book of rules 



climb and sneak and clerics heal and 
ward-off the undead. 

and Imagination to react quickly to all 
that the dungeon master has ready to 




or on ore and let your y i 
her downl. -&•& 

Other role-playing ' 

games include; R-jneqoest Trovcllc aid 
games like Bunnies and Burrows — o | 
kind of adventure Wotership Down. 








OIS^ 



$&*§ 






■HlMtWJ 

Drogonfire rushed on lo the odventure 

despite involving dragons, a castle and o 
voung puree il owes more to the shoof 

drawbridge ducking lo avoid the bolls erf 
fee being huried from within the walls of 

Once sofely aver the drawbridge you 
find yourself In the treasure room sur- 
rounded by glittering goblets, candel- 



reathing drag 
The game i 


r slightly CO 
ughl to e*p 

one of Imc 


,;-,!,,- 
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b| f e D, on e the t0 
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Graphics 

Playabilily 






4 
4 
3 




he second Sp 
-based on the 
is every bit as 


Iberg adven 

difficult os R 


ure g 

„.-:.:.!■ 


E.T 



The various bits of ET's phone ore 



lecled by making contact with It. 
Once he bos assembled the phone ET 

has to go to tbo forest and call up bis 



of the FBI man, cart him off lo jail. 



You may love ET but I 
your VCS tbon Mil 

Graphics 
Playabilily 



Activisions Pitfall. 





rs of Tar 



Video games adventures 
are a different type of game 
to computer adventures — 
though no less popular. The 
main difference is that all 
the action 



for typing in sentences of 
possible solutions — though 
in the case of the Intellivi- 
sion and ColecoVision the 
keypad will enable the 
player to select certain op- 
tions. Here we bring you re- 
views of some of the more 
successful video game 
adventures. 



I. by. 



Graphics 

Playabilily 



,e best selling gon 
,d Dragons gam, 



which you will find useful. 

This is o challenging adventure game 
where you hove to plan your route very 
carefully. A musl for D&D fans. 



Graphics 
Payability 



e — Stephen Spielberg's I 
!S prominent amongst them. 



|.ffl.U'M.HW,l 



sr the evil spell of □ [ 
countryside grippei 



Graphics 
Payability 



Book Your Adventure Now! 




In this unique book, Keith 
Campbell will lead you through 
various facets of adventure 
games, including the history of 
adventure games, how to play 
them and a hall of fame. 
He then presents a complete 
program listing, and explains the 
intricacies of creating an 
adventure game, including 
devising a plot, creating the 
environment and screen 
presentation. 
Add to all of this, a clear 
explanation of programming 
techniques which will show you 
how to introduce objects, control 
space and time, interpret English 
input, move your player from one 
location to another and many more 
exciting skills. 

Suitable for all microcomputers, 
with specific listings for BBC, 
Spectrum and Commodore 64 
Make your reservation for this 
special pre-release offer! 



me your free 48 page r'Mtsrauma 
catalogue lor Spectrum, Commodore 64. VIC w0 ™ 
20, BBC-B. Dragon 32 and Oric books and i^V 

software CxJ 

3 Please send me copies ot 

Computer and Video Games Book of Adventure ~. ■ 

at the special price of E4.95 (normal price ntix«utOg 



roMMnJ_wlt.UK 


E5.951. 




1 enclose my chsqinVmoney order for £ 


Please debit my (Access Card No. 


Eipiry Dale 




Signature 






Name 


Address 


Postcode 



MELBOURNE HOUSE wto* 




